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CARTRIDGE 

INSTRUCTIONS 



I© Kona rni Industry Co. h L!0. 


* Select from four skill levels 
For one or two players 


For Use With Cole co Vision* or the ADAM “ Family Com¬ 
puter System! 

Use your standard hand controller or your Super Action’ 1 ' 
controller with Hits game. 

Eliminate all enemies in one time period, then move on to the 
next. Siarl in 1010, and progress lo 1940. i9?Q. and finally 
1985! _____ 

Plays tike fhe r/ME PILOT" arcade game* CEHE1H-) 
















































GAME DESCRIPTION 



You re caught in a time warp! Earn your wings against ruth¬ 
less enemy aircraft from the dawn ul aviation to the suparjet 
age. TIME PfLQT'“ takes you through the dec ados as you 
Saco enemies from four different time periods: 

1 - ] 1 * 1 Saul c the ghost s of y os te ry e a r' s dogf ightin g b I plan es’ 
Their hand bombs are crude, but deadly all the same. Fend 
them oft, then face the mighty dirigible. 

' Time warp ahead 30 years! Face squadrons of swoop¬ 
ing monoplanes and bombers. Evade their swift attack, then 
eliminate the red heavy bomber lo move-on the next era — 
and more action! 

1970: the enemy is more sophisticated now! Eliminate 
swarms of helicopters, Podge their heal seeking missiles. 
The more choppers you down, the closer you come to suc¬ 
cess Pul face the double-prop helicopter before pushing 
forward in time once again. 

iuf!h: You've reached the final and future battle! Duel 
against swirling waves of Jet fighters. With speed, sharp 
aim. and infra-red homing missiles, these are awesome 
opponents. But victory is not yours until you've downed the 
dreaded black jet bomber! Are you up to this challenge? 
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GETTING READY TO PLAY 


ALWAYS MAKE SURE THE COLECOVfSION™ CONSOLE IS 
OFF BEFORE INSERTING OH REMOVING A CARTRIDGE. 

Choose your Challenge, 

Press the Reset Button and the Title screen tor TIME 
PILOT rM appears on your TV. Wait tor the Game Option 
scrnen to appear. II contains a list of eight game options. 

Skill i (Game Oplions 1 and 5) is the easiest, suit* 
able tor play by beginners. 

5k ill 2 (Game Options 2 and 6) is harder, but not as 
demanding as the arcade version of the 
game. 

Skill 3 (Game Options 3 and 7) plays much like the 
arcade version ol TIME PILOT' -1 '. 

Skill 4 (Game Options 4 and 8) is ihe toughest chal¬ 
lenge of all? Do you dare face ii? 

Select a game option by pressing the corresponding number 
button on either controller keypad. 

One-Player Game 
Use the Port 1 controller. 

Two-Player Game (Alternating Players) 

Players take turns. Player 1 uses the Port I controller; 
Player 2 uses the Port 2 controller. Player 1 begins and each 
turn lasts until the player's Timeahip is eliminated. 
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USING YOUR CONTROLS 



COLECOVISIGN™ SUPER ACTIONS 

HAND CONTROLLER CONTROLLER 


KEYPAD 


CONTROL STICK 


CONTROL 


SIDE BUTTON 


BUTTONS 


KEYPAD 


Keypad; Keypad Oultons 1-8 allow you 1o select a Gann? 
Option Tor playing TIME PILOT'"'. Press =f= alter a game to re¬ 
play your game option. Press # after a gams to return to the 
Game Option screen to choose a different challenge. 

Control Stick; Your TimeshJp turns to face the direction you 
press the Control Stick. The Timeship stops turning whan it 
reaches that direction. If you release the'Control Stick, the 
Timeship stops turning immediately. 

Side Buttons; (Standard Hand Controller) 

Press and release either Side Button lo make your Tlineship 
tire bullets in the direction it faces. Tap a button to fire ono 
shot. Hold a button a little longer to fire three shots at a time. 

Action Buttons: (Super Action™ Controller) 

Press and release either the top (yellow) or second (orange) 
Action Button to make your Timeship lire bullets in the direc¬ 
tion it faces. Tap a bull on to tire one shot. Hold a button in a 
little longer to fire three shots at a time. 
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HERE’S HOW TO PLAY 


Enter the time warp! 

Jt's 1910. Your sleek Timeshlp bat lies a horde ol biplanes. 
"Stow hut deadly” is ihe biplane's motto. Beware of bullets 
and hand bombs. At first, one plane challenges your air 
space. Then lwo k then a whole formation! Shoot a for matron 
before it breaks up to earn extra points, (No hand bombs in 
Shill 1. Round 1.) 



Jn the middle of battle, a man floats by. A fnendl Pass your 
Timeship over him Pick up a second parachutist before your 
turn is over to earn twice as many points for saving him. 
Rescue a third to earn three times the points 1 
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Hit the dirigible. 

As you eliminate enemy planus, the Enemies Remaining indi¬ 
cator decreases. When ihe indicator is empty, the dirigible 
flies into view. Your Timeshlp must hit the dirigible five 
times to complete this stage ol hauls. Colliding with it also 
does the job — but you lose a Timoship in the process! 



Your Timeship breaks oul of the time trap and moves on. 
Enemy biplanes aro replaced by monoplanes and blue 
bombers. Shoot the monoplanes to shrink the Enemies Re¬ 
maining .indicaior. Attack the blue bomber to build up your 
score. You must hit it four times lo knock it out of action, But 
your battle's not done yet. There’s ihe red heavy bomber to 
sack! 




























The chopper 70’s. 

Made il through the time warp? Look what you face now: a 
swarm of buzzing hfilicopiers’ Maneuverable, unpredictable, 
each helicopter threatens your Tim as hip. 'lAtetch out for their 
heat -SO eking missiles - or you won't make it to '85. Don'l 
forget the double-prop chopper. Hit il five times to break 
out of the time trap, (too missiles in Skill 1, Round 1.) 

Meet your match! 

It's superjet 1985. High-speed jets battle your Times hip. Be 
quick' Keep firing. Dodge' 1 Those missiles are more deadly 
than ever. And fast. Eliminate the black jet bomber to earn 
your wing?! (too missiles in Skill 1, Round 1.) 
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Advance and be proud. full wings 

You ■earn wings when you com- 1 
plete one lull round (four time 
periods). Each succeeding round 
yields more valuable decorations 
Whal cor you achieve? 

Special Pause Feature 

Press & during a game to pause. The screen blanks and 
music plays, Press ?r: again to return to the game at the point 
where you slopped. There & a slight delay belore the action 
begins again 



a 



















Starting over 

The adventure ends when all your Timeships are eliminated. 
Press * at game's end to replay your option. Press # 
to go back to the Game Option screen to choose another 
challenge, 

Reset 

The Reset Button on the console slops the game and re¬ 
turns you to the Title Screen. It can be used to start a neve 
game at any time, and can also be used in I he event of game 
malfunction. 


SCORING 


Tt MESH IP ELIMINATES: POINTS EARNED: 

Enemy Plane .. 100 

Hand Bomb......... 100 

Heat-Seeking Missile tl .100 

Blue Bomber (1940).... 500 

Dirigible ...... .. h ,. , ...... , , . 3000 

Red Heavy Bomber.... 3000 

Double-Prop Helicopter.... 3000 

Black Jet Bomber...... . .— ..... 3000 

Bonus! 

You earn bonus points for eliminating every plane jn a 
formation: 

Form a lion of 3 planes.1500 

Formalipn of A plane? , . , .... 3000 

Formation of 5 planes .. 3500 
















Parachutists 

The first parachutist your Times hip rescue? is worth 1000 
points. The second parachutist saved during the same turn 
earns 2 ODD points. The third parachutist is worth 3000 
points, and so on. (f your Timeahip is eliminated, the first 
parachutist rescued in your next turn is worth 1000 points 
once more. 

How many Timeships? 

Each player begins with five 'Timsships, Players earn an 
extra Timeahip when their score reaches 10.000 points. 
30.000 points, and at every £0,000 points thereafter. 


THE FUN OF DISCOVERY 


This instruction booklet provides the basic informal ion you 
need to start playing TIME pilot™, but it is only the begin¬ 
ning! You will find that this cartridge is full of special features 
to make TIME PILOT’'" exciting every time you play. Experi¬ 
ment with different techniques — and enjoy the game! 
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90-DAY LIMITED WARRANTY 


CdIucd war rants loltm anginal consumar purchaser in Ihti Unitod Slates of 
Aments that thi=- video game cartridge will be (tee o’ delecia in malarial or 
worh nwmhip lor SO dnys I ram iho drill" at purchase undo* normal in-houan use 

Coiaco 5 sole and excluE'vg liability for dEfects n natenel and worKmanshci 
di-ill bn limited (arapfl* or raplacerrinnl nl Its .noth on nod Colnco Sarvlce Slalion 
This warranlydoesrol obligsla Coisco lobear the cosl oi transportation charges 
a connection wHtn I he repair or rejHocemenl ol deled iw ctins 

This warranty is malid if (he damage or defect is caused by accidart act of 
God consumer abuse annul ha rued »>!«rRrlom or repam vandalism or misuse 

Any implied warranties arising out cl the sale of the video game cartridges 
Including me Implied wnrranltei cl merchantability and Utneis lor n pedicular 
purpose prelLmllcd to she Above &D day period. Coloco shall In no event b* liable 
for Incidental. conaequBnllat. contingent or any other damages. 

[Ins warranty gives you spocrUc legal nyuta, and you may nave oilier rig ms 
ViMcbvary f rom Stato to Stale Some spates do not allow me exclusion or limitation 
d knemtonin or daninciucjnlnu dumrigss or iunllaiwrijj on bow long un •mpHed 
warranty lasts, sc the aoove Km itaton s or aKcPusioas maynd apply to you. 

service. POLICY 

Please read your vidoo Game Owner's Manual carefully bofore usmg 1t»e 
product II ^uf vidbo aturie tfttlridg* inns laeptnit property, pteatr rdcr 10 ih* 
Scuble-shooling cnee Mist in the Owner’s Manual loryour particular video system, 
it ydu CAnnoi toirirc! the r*iliur*ctlbn ille coniulllog I ho Irouble-shabilng 
choc kmst, please call Customer Service on Coieco s loMree service hotlme: 
1 -BO0 940-i??5 nnHonwHfe Thm scrv cn rs iri opo rnuen I 'am 9 M n m loSdOpm 

ESSli'-rli Strinclard TiiYii- Miinttfi.y IhmiJLjli Frlfljiy 

II Customer Service adviscy you to return your video game carfndfle a case 
return u postage prepaid end insuied, w ih yauif name, addng-ts. proof pi lire d*i* 
tf purchti£r\ and a briol description bl ihn p r oti*om to the Service Slalton you have 
iK'tin dwactixl Ip return it tu by the lulMroe service iilumiitimp ir your umliuJtjo is 
found 1o be toploty derecl Ive during th e fSrst9Ddayi.il wll be repaired or replaced 
111 NO cost to you K I ho eprthdyo <1 Pound lo npv®- been conjumor damasec or 

r.Lusec and Ihenakma not covered by the wananiy, then you will be advised, in 
;nfw; in r:v 11F impair coiils 

if your car I ridge requires service after expiration el he yc day Limited 
VKatr'iutiy poiiod, pfeaie ceil Oeto-ee’s loa.free service hoisne nor msifuciiern on 
how to proceed. 1-800-642^122a nationwide. 
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TIME PILOT 1 '" 

* © Konami Industry Co,, LTD, 

SUPER ACTION " and ADAM™ are trademarks of Coleco 
Industries, inc. 

ColecoVision H is a trademark ol Ccleco Industries, Inc, 
for its game system, expansion modules, and cartridges. 

Package, Program and Audiovisual © 1983 Coleco Indus¬ 
tries, Inc. Amsterdam, New York 12010 


Primed in U S.A. 









